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DANIEL 
WADE 


Publisher, Ballistic Publishing 


ERA eS ee et, 


In the last seven years, I've had the great 
privilege to work with the best artists in the 
world in all major entertainment mediums. 
Some of those artists helped to create the 
ideas that shaped my earliest interests like 
Ralph McQuarrie, concept artist for ‘Star Wars’, 
Syd Mead, concept artist for ‘Bladerunner’, 
and most recently, H.R. Giger, concept artist 
for ‘Alien’. Though my early influences were 
mostly movie-based, my heart has almost 
aways been in the gaming realm. My heroes 
0 all the way back to the early 80s, and | have 
2 man-cave/museum that pays homage to the 
thousands of games and various hardware 
platforms that fuelled my gaming passions 
throughout the years. 


Much has changed in the world of gaming, 
2nd just in the last twelve months I’ve been 
amazed at the size of the teams we've worked 
with on the books in our ‘Art of the Game’ 
series. Each game requires a small army of 
artists each with their areas of specialization 
who work in concert to produce the most 
incredible gaming experiences. Beyond the 
brilliance of individual artists, my awe is 
often inspired by the key creative leaders on 
these projects who are able to tap the talent 
and direct it onto the canvas of a multi-year 
project with numerous technical and logistical 
hurdles. The satisfaction of delivering a game 
of today’s scale as 2 coherent piece of art must 
be immensely satisfying to the whole team. 


Earlier in the year | worked with Naughty Dog 
Inc. to produce the first title in the series with 
“The Art of UNCHARTED 2: Among Thieves’. 
Visiting the studio after having lived in the 


EDEFORIEAL 


game for the preceding weeks was a real 
buzz, and | was humbled by the concentration 
of talent at every level of the operation. Not 
too far from Naughty Dog sits another high 
concentration of creative talent at Santa 
Monica Studio, and there must be something 
in the Santa Monica sea air, because I’ve again 
been humbled by the collective talent of 
the team whose most recent work in God of 
War III we are very proud to show here. 


In these pages you'll see how the God of War III 
production got underway with the concept 
art, storyboards, and pre-visualization work 
Beyond the art, you also hear about the 
thinking that went into the game mechanics 
like the Titan-based gameplay—taking epic 
gaming into the stratosphere. Each of the 
featured artists discusses the challenges and 
rewards of their individual assignments, and 
you really get a perspective on the thinking 
that goes into the creation of a game universe 
like God of War Ill. From the concept stage 
we then jump into the production work with 
extensive chapters on character modeling and 
production environments. We also showcase 
the ‘Lost Art’ of God of War III that wasn’t 
included in the game and is seen for the first 
time in this book (marked with a{)). 


Sincere thanks go out to the amazing 
Santa Monica Studio team whose work has 
been truly inspiring (with special thanks to 
William Weissbaum), and to Sony Computer 
Entertainment America (with thanks to Ben 
Rinaldi and Shelly Gayner). I’m sure you'll 
agree that everything they do is art, and we 


hope you enjoy their incredigle work 1981 30 com 


—_ 


STEG 
ASMUSSEN 


Game Director, God of Wer © 


SANTA MONICA 
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Gre of my mejor mottos is: “Once this game 
shies, we don't went to have any regrets.” 


The God of Wer® series has truly become a 
hor of ove tor our team at Sony Santa Monica 
Souda. Taroughout the trilogy, we have been 
Getemmimes to deliver on a promise to not 
onily the fans, but to ourselves, to create an 
=o Sxperience thet helps shape the current 
qeator of eames. We constantly try to 
cuttin ourselves; make things bigger, grander, 
mare auc-inspiring_ We went people who play 
Se game t have to continually pick their jaw 
ep form the Gicox Without 2 doubt, God of War 
§ comtimucs i= this tradition, and a great deal 
of cur success hes been the strength and talent 
of se Act Department. 


Gee of Wier M needed to look incredible. The 
bar Sor Sxcollience hed surely been established 
by this team before. God of War | and Ii were 
midicly resarded as two of the finest (if not the 
Se=} locking Zames on the PlayStation®2. With 
God of Wer M we were moving onto the next 
genecton of hardwere, the PlayStation®3, 
and net only Gd we need to raise the bar, we 
meeded to hurl @ into the sky. | got to admit, 
mcs 2 St worried when we got started. 


Lesmnimg how to create art on the PlayStation®3 
mcs am ectrely new beast Painting and 
madeline techniques that had been perfected 
quer the yeors were now replaced by 3D 
suite ond complex material setups. 
Normal maps, Sloom, and HDR lighting were 
forsee concepts that now needed to become 
2 mew pert of ow everyday workflow. These 
immowstons needed to be considered in 


advance and incorporated into designs and 
concepts from the very beginning. In short, 
we needed to learn how to become artists 
all over again, and we needed to perfect our 
craft in less than three years. We needed to 
come out and look as good as the best games 
out there (or better), and do it our first time 
out, against games that were sequels on the 
current generation of hardware. We needed to 
do this because it was expected by the fans and 
demanded by ourselves. 


To make things even tougher, we had to 
start work on a rendering engine in its early 
stages of infancy (which would later become 
a graphics powerhouse). The cards appeared 
to be stacked... 


But nothing can overcome raw passion, 
dedication, creativity, and an attention to detail 
that is second to none. This group worked their 
collective butts off and re-learned how to be 
artists. They once again mastered their craft. 
They did the impossible and made God of War 
Ill undoubtedly the most beautiful game in the 
series. Across the board, each department on 
the Art Team stood up and delivered on our 
studio's promise. 


It is my firm belief that the God of War team 
possesses one of the finest art departments 
in the industry, and this book stands as proof. 
It is a symbol to their achievements and 
should instill pride in everyone who worked on 
God of War Ill. 


In the end, I can honestly say | don’t have 
any regrets. 
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KEN 
FELDMAN 


Art Director, God of War Ii! 
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ERACING TFHE PAST 


While putting together this book and looking 
back on the work created it quickly became 
apparent that we were tracing the game's 
visual history. These pages mark three years of 
living and breathing the art of God of War III. 
It represents a lot of long hours, our incredible 
team’s creativity, and our passion to bring an 
epic end to the God of War trilogy. 


In God of War Ill, Kratos scales the heights of 
Mt. Olympus, bringing war and chaos to the 
Gods and Titans. With this in mind, we began 
production by setting three main goals for the 
Art Team. The first was to bring God of War into 
the next generation of hardware. This was our 
premiere game on the PlayStation®3, and we 
wanted to re-examine the style from the first 
two games. The second was that we wanted 
to make sure that the art fully represented the 
climatic and massive struggle that the world 
was going to undergo during the course of the 
game. The third was that we wanted to crank 
up the violence and visceral fee! of the game to 
show the consequence of violence. 


The God of War art style for the first two games 
was centered around epic thematic set pieces, 
unique silhouettes, bold color choices, and 
readability of characters. That was set in stone 
and would not change. Moving to the PS3™ 
system we knew there would be opportunities 
to make larger set pieces, and add more details 
to the living world. Hades is an example of an 
environment that got a major facelift from the 
previous games. It has a much larger presence 


and received an overall color change. It is also 
the first world after the Gaia fight and had 
to feel just as epic as battling on the back of 
a Titan. We created the world with a massive 
thematic statue of Hades at the center of it all. 
He is depicted sitting on his throne, overlooking 
the writhing lake of souls, and very much in 
control of his land. The new color tones added 
a haunting, evil feeling without depicting Hell 
as all fire and brimstone. 


Maintaining a bold color scheme was 
important to creating a rich experience. With 
war surrounding Olympus we decided to 
reduce the color saturation, bleach whites and 
crush some of the blacks, while retaining color 
variety. Saturation levels were used to show a 
bleak and unforgiving world. The story depicted 
the destruction of Olympus, and with each 
God Kratos kills, the world changes, becoming 
infected with horrors. By the end of the game, 
the world is flooded, plague is spreading, bugs 
are eating the dead, plants have died and the 
sun is blocked by raging storm clouds. The 
feeling of the final Zeus battle is apocalyptic, 
but still maintains a variety of colors with a 
constricted saturation level. There is much 
beauty to be found in the destruction. 


Consequences of violence are shown in some 
of the new character designs as well. Like the 
world, Hades the character was also reinvented 
with increased skin detail and a truly horrific 
face. The Cyclops Remains character is 
grotesque with exposed tendons, torn flesh 
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fight scenes, from the Helies tead-ap, the 
brutalization of Hercules Sy tae Costus, to the 
fn! bloody beat-down of Zeus. & helps Hast 
Kratos is portrayed in 2 reaiisDc muammex As he 
is ripping apart undead soldiers, the texdoss m= 
fas neck flex adding to the overall Ham=san 
ito the violence. 


To achieve these lofty goals, we hawe 2 set 
process. Everything starts with comc=st at 
it is the easiest way for the Director anc Art 
Director to realize their vision. it & aso te 
quickest way to get everyone on the same 
page and deliver a creative direction for the 
character or environment artist. This book tries 
to provide an insight into this process and showr 
2 true visual history of God of War lil 


The following pages show off the many 
different concepting paths explored; tracing 
the concept art from the initial quick sketches 
to the final in-game implemented art. Many 
are done in stunning accuracy and others show: 
the evolution of process as a project evolves 
itis all here for you to trace the Art of God of 
War III from start to finish. 


FHROUGHOUT THE FOLLOWING PAGES. 
THIS SYMBOL DENOTES A LOST ASSET 
‘HAT WAS NEVER INCLUDED IN THE 
FINAL VERSION OF THE GAME. 


« ANI 


CONC EPT ART 


SFORYBOARDS S 
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CONCEPT ART: STORYBOARDS 
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TSeRYSCARDS 
a acer ear sm fe 2c 
eae SSS rire SS 
See Se De Se SS SS 


a 


ade these storybo=" 
while showing dramatic co 


in see here how the o 
different from the 


al Development Artist 


OPENING CREDIT SEQUENCE 


The intro to the game had to mask 
creme pre-loading time, so we had to mal 
mething that would simultaneously kee; 
having Kratos standing for ten minu’ 
| the story of the first two games in @ 
Inspired by shadow-plays, these we! 
proach that sold Stig and Ken on using 2 
graphic approach. Another pass was done 
very closely resembles what Imaginary 
created for us, heavily using ancient 


EES Supe ems Teese 


Ff, 7 


Mi CONCEPT ART: STORYBOARDS 


ryboards 
e had c 


| storyboard artist, Todd Harris, 


a professio 
andle almost all of the boarding. | v 
ked to board 
ame—primarily the final battle with Zeus. 


it a few moments in the 


1 went thr iety of si trying 


| down Early Zeus Fight Sequence 


the story, but Early Zeus Kill 
1 five or six dr 
was invaluable in getting m 
tarted out hati 
them! The bo 
rpts from th 


hy there are jumps. — Izzy 
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KEY ART 


MARKETING 


Introduction... . . 018 _ Marketing’sketche: 
Marketing . . .020  Marketing’images. 
Kratos vs. Chimera. .024 —_ Kratos.vs: Cranos 
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bookends to t! 
They depict a m 
f the game and at 


chi The game direct 
at he had in mind for the im 
bed it as a moment where 
an top of a Cyclops wh 
Sentries are swarming 
omplishing his mission 
s is going on while they are ridin 
titan, Gaia, who in turn is clim 
it Olympus. And because t 
ing to be used for a mag: 
hat had to fit in that format 
intimidated to tackle the illu 
d be an understatement. But. 
y more than excited to ta 
lenge. The second image depict: 
d of his journey with his 
ly complete, his shadowy form 
the destruction of Olympus. 


Kratos vs Cyclops [Andy Park] opposite 
Kratos in a Storm [Andy Park] right snakcg.taobao.com 


KEY ART: MARKETING 


MARKETING 
It’s oft 


you do a doze 


en joked about in concept art that if 


nde 


signs the clie 


t will always 

That’s EXACTLY 
really loved and 
tches on the opposite 


pick your least favorite 


what happened t 


ited to do the sk 


page fe, Kratos looking d-ass in 
the rain with the Nemean Cestus weapons 
on his arms. | would have been happy with 


any of the Cestus-specific covers because 


it gave us a chance to show Kratos fighting 
in a different way rather than whipping 


crazy chains around. They chose my last 


throw-in sketch for filler of him rising 
up the chain shaft of Olympus with his 
Icarus wings. However, after some painting 


| really started to enjoy the overall look 


and lighting of the piece, and in the end it 


was pretty successful. | remember working 


Kratos vs Centaur [Izzy] below left 
Kratos vs Hades version 1 [Cecil Kim] below 
Thumbnail Sketches [Izzy] below right 


Olympus Ascension [{zzy] opp: 


closely with Ken to get some 3D assets for 


this, as this was the period we were still 
heavily leaning on 3D paintovers for covers. 
We spend a long time trying to get the 


angles just right. However, when it came 
down to the paint | ended up having to edit 
the hell out of the 3D to get it to work in the 
proper perspective. Thank god for the Warp 


transformation tool in Photoshop! — Izzy 
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POSEIDON 
characters 
War Ill, Pose’ 
challenging and rewarding 
his god-form (human- 
o or the previous game, God of War 
game, | wanted to update his 
ever so slightly, but he essentially 
ms the same with his dreadloc 
s, and toga. The real fun was in 
ciding what his transformed form would 
ke. | was told that they wanted him 
transform into some kind of massive 
ture made out of water. | was at first 
te surprised because of the challenge 
>w it would present the team in making 
ving breathing character made all out of 
r, but | was also very excited because 
knew that if anyone could pull it off 
t was the team over here. | began to 
plore various ideas of what the Poseidon 
ture could look like. | wanted it to 
2 monstrosity of a creature, and not 
just a large man made out of water. 
So | played around with different takes from 
the bizarre to the more scary approach 
But, | also wanted to inject regality into 
the creature as well. So the idea of 
ncorporating Poseidon’s Hippocampus or 
sea-horses was integrated into the overall 
design. In the end, Poseidon can be seen as 
the conductor of his transformed self with 
his Hippocampus extending throughout 
his body. He is controlling the power 
of the ocean itself. What the guys here 
did to make him come alive has left me 
simply breathless. 


2 


Poseidon Creature (Andy Park] opposite page 


ie 


eal obadl co 


Kratos vs Hades Sketch [Izzy] 
Kratos vs Chimera Sketch 1 [Andy Park] 
Kratos vs Chimera Sketch 2 [Andy Park] 

Kratos vs Chimera [Andy Park] 
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KRATOS VS CHIMERA 


During the middie of production of 
of War lil, there was a moment where 
the concept design needs slowed down 
@ bit for the visual development team 
We took advantage of this time to brainstorm 
ideas for future marketing illustrations 
for the game. For these illustrations 
were free to come up with anything we 
liked, so | thought of various moments im 
the game that | thought would make for 


uple of the sketches, 


between the 


Since | designed the 
nm the game, | really 
ration showcasing the 


heir various encounters 


Some different compositions 
but the 
SO make clear the three 


woe encounter that make in 


this one character: lion, goat, and snake. 
| designed the Chimera thinking of the three 
personalities of the creature. They are one 
being, but they have three different brains 
and therefore, three different personalities 
This marketing illustration showcases the 
Creature in all its vicious glory; with three 
heads vying to be the one that gets to kill 
the infamous Kratos 


Seen eo touniatoss Hteea battle aeainst 


MARKETING SKETCHES 
Marketing Sketches (Andy Park] this page These are some more roughs we painted as ideas to 
ure marketing illustrations. | w: 


KEY ART: MARKETING 
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Poseidon Princess Paintover [Izzy] below left 
Poseidon Princess Pose Sketches [Izzy] below 
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MARKETING 


Kratos vs Sentry [Andy Park] below 
Kratos vs Poseidon [Andy Park] opposite 


MARKETING ILLUSTRATIONS 
For these two marketing illustrations | was attempting 
to recreate iconic moments from the game. The first 
one simply shows what the player kes Kratos 
do about 2 million times throughout t 

the game. Th the epi 

where Poseidon’ f aled. - Andy Park 
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KRATOS VS CRONOS MARKETING 
This w the eated for 


of God of War 


he finale of 


e concerned—kratos 


KEY ART: MARKETING — ~ - = ———— ——————————— 
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Kratos vs Cronos [Ans 
Kratos vs Cronos Close-up [Andy Ps 


Kratos vs Cronos Full Image 
Kratos vs Cronos Sketches 


Helios Head Rip [Izzy] this spread 


’ 
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CONCEPT ART 


CHARACTERS 


Poseidon --036 Chimera... . 
Hades -084 Cyclops. ss 
Hercules - 047 Hermes . . 

Zeus . 048 Aphrodite... ... 
Centaur General . 050 Poseidon Princess, 
ee ee 052 Daedelus: 
Minotaur --054 = Satyr... 

Olympus Sentries. .056 Pandora’. 3 
Cerberus... . 064 — Berserker/Argus: 
ae 4.  Snakcg.taobdo.ci 
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CONCEPT ART 
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Cecil Kim 
Lead Visual Development Artist 


CHARACTERS 


The challenge behind creating characters 
for God of War is how to recreate well- 
known Greek creatures and characters that 
are already familiar to the audience through 
a thousand years of history, art and literature. Even 
though we have a long list of unique creatures and 
characters we designed for past God of War titles, 
when we designed new characters for this game we 
had to make sure they felt right for our universe. 
Charlie Wen, the previous visual development 
director, had defined the style and aesthetic look 
in the first two God of War games and by using his 
previous work as a guide, we could make sure we 
were on the right track. Andy Park had also become 
@ huge contributing character designer since he 
worked closely with Charlie on God of War II. 
in addition to that, Izzy came on board and 
added a really unique design sensibility to 
the overall look of God of War Ill. With these 
talented character designers, we were able to 
match previous God of War titles in terms of 
outstanding reimaginings of Greek characters. We 
wound up with an impressive new cast featuring 
Aphrodite, Helios, Hermes, Pandora, Hercules, and 
more. One of the most exciting parts to design 
were the boss characters. Since Kratos didn’t 
need many changes other than armor upgrades 
and new weapons, and a lot of the Al were 
featured in previous titles, the boss characters 
wound up being one of the most interesting 
challenges we encountered. When you are working 
on 2 project as big as God of War, designing 
2 new character will demand lots of revisions. 
1 personally admire our team’s professionalism 
because it requires a different level of patience 
to endure the countless revisions and notes from 
other creative departments such as animation, 
combat design, character modeling, and tech art. 
But seeing the amazing designs we ended up with, 
the long hard journey was definitely worth it. 
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Poseidon Tentacle Sketches [Andy Park 
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POSEIDON LEVIATHAN 


Poseidon Leviathan [Ar 
Poseidon Leviathan Detail 
Poseidon Leviathan Turnaround [Ar 


CONCEPT ART: CHARACTERS 


Poseidon Tentacle Turnaround (Andy Park] 
Poseidon Tentacle [Andy Park] 
Poseidon Tentacle [Andy Park! 


opposite 


POSEIDON TENTACLES 

This is the design of the tent nat protrude out of the 
main body of the Poseidon creature. It's an amalgamation 
of the Hippocampus, crustacean parts, and water. In its 


designed the crab-like legs protruding from its 
hape of Pos Trident. in its closed 

simply as a ture that then 

reveal the sea-horse within. - Andy Park 


CONCEPT ART: CHARACTERS 


Andrew Kim 
Visual Development Artist 


HADES 

The God of the Underworld needed 
be a big imposing guy. His chains serv 
dual purpose in representing a cruel , ; 
of torture, as well as visually linking 

to Kratos. There were a lot of discussi 

regarding what would be revealed 

Hades’ helmet was finally pulled off in t 

game. Hades was always known for tak s } 
away the souls. Here, we experimented F Fite 
if Hades took those souls into his own ° 
and used them as some kind of weap: 

These heads on tentacles and on his 

represent those different souls kept in h 

body and | thought it’d be cool to . 
different heads come out each time Krato 

destroyed one. The original concept calle 

for these horrifying tentacles—each with 

their own head—almost as if Hades had 2 

these demons within him trying to esc - 


nf 


— 


In the end, this design felt out place 
we gave Hades a simpler, but still terrifying 
skeletal, burn-victim-like face. 


Q Hades’ Tentacle Variations [Andrew Kim] o 
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Skorpius Turnarounds (A 
Skorpius [A 


CONCEPT ART: CHARACTERS 
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HERCULES 
Our boy Hercules is some kind of 
mutant hybrid. Not in the story, but 
35 3 product of two different artists at 
two different times. As | understand 
it, Hercules was first created for God 
of War I by the great Charlie Wen, 
Everyone really liked the essence of 
what Charlie had done, but felt that 
Hercules wasn’t bad-ass enough to feel 
like a serious threat to our protagonist. 
| warped his bodily proportions while 
keeping Charlie's original rendering, 
then painted over it to give him 
@ much burlier musculature on his 
upper body. His original outfit was 
scrapped too, and he was given much 
heavier thick leather armor, and lion- 
themed helmet and spaulders. | had 
only just finished Hercules when | was 
assigned some kind of brass knuckles 
for Kratos to do more boxing-oriented 
combat. The results of that weapon 
design later became the Hercules we 


know, love, and pulp the face of, ~ lzzy 


CONCEPT ART: CHARACTERS 


Andy Park 
Visual Development Artist 


ZEUS 
God of War III is a game that showcase: 
pantheon of gods that make up Olympus 
The whole motivation behind Kratos’ fury is 
to exact vengeance against the king of the 
ds, Zeus, but in order to get to him he 
s to fight through the armies of Olympus 
well as all of the other gods along the 
way. Of course, we know that Kratos will 
eventually come face-to-face with Zeus in 
e end. The look of Zeus was originally 
designed by Charlie Wen during the 
‘oduction of God of War Il, so his visuals 
uldn’t really change much minus some 
smetic changes or additions such as his 
2rmor. However, at the end of the game 
us goes through a transformation during 
his final fight with Kratos. When | was 
mmissioned to tackle his transformed 
k, | was told that he had to stay looking 
ke Zeus and that his transformation would 
be him turning into smoke. Visually | wasn’t 
allowed to go crazy, but it was still fun to 
me up with variations on what he could 
‘ook like. It’s always fun coming up with 


design for a character that heavily relies 
n special effects. 


Fear Zeus Sketches [Andy Park] opposite 
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CENTAUR GENERAL 


ur was one of the early des’ 

d during the production of God o 
This design came pretty quickly 
d to create a look that was a 
re from the original Centaur 
first God of War. | designed 2 
ntelligent, and more imposing. 
that would act as a general in the 
ympien army. | gave him much more 
hroughout this body including his 
e neck to resemble the neck of a 
2, and of course | gave him a nice 
hawk to continue the theme of the 
morse throughout his design. He ended up 
g raw, brutal, and very intimidating 
2iso got to design a female version of 
entaur that was unfortunately not 
n the game. This time | gave the 
part of the creature white fur and 
to have a more slender feel to it 
hile still maintaining a bulk necessary 
> keep it intimidating. These were really 
fun to design 


a 


Centaur General [Andy Park] opposite 
Centaur Turnarounds {Andy Park] top right 
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Harpy Turnarounds [Izzy] below 
Harpy [Izzy] bottom 
Harpy Variation [Andrew Kim] opposite top left 
Harpy Variation [Izzy] opposite top right 
Harpy Head Variations [Izzy] opposite bottom 


© pain, large 


‘one of the most commonly 


harpy 
tures from the Greek Myth Menagerie— 
with the gorgons. To create a new tal 


t that isn’t just abstractly surreal or completely 


mundan 


and expected is hard as hell. That's also 
it really fun, and engaging. My primary 
as to make the harpy a horror 
something you like with 

it depth in its creepiness. 

upple young breasts and body 


were replaced with the hag that is now in the game. 
| think the close-ups would have been more effective 
and memorable if the player was at first treated to 

mething creepy, that upon closer inspection made 
their pants feel a little funny, or vice versa. This then 
makes it way creepier. ~ Izzy 
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Andy Park 
ual Development Artist 


MINOTAUR 
Minotaur was another creature | g' 
sign early on in the production. For t 
ture, | wanted to design a huge 
ter, With every God of War g: 
mies get bigger and badder, so | v 
to really bulk out this character th 
‘ound. He’s like a big bowling ball 
wn and knocking away anything th: 
n his path. While designing chara 
like to know their background and 
use it helps in coming up with 


e is no real story for these charac’ 
in the game, and | often end up comi 
my own ideas. For the Minotau 
y can be seen through the accesso 
ars. He has chains and massive sp 
ally coming out of his body. | imag 
at he was held captive in some d 
k dungeon. He became an even mo 
thless creature due to his captiv 
He eventually escapes, and is now 
angrier beast than ever before. He kt 
essories of captivity as an act of de’ 
nd intimidation, showing that he can ni 
held against his will again. 


a 


Minotaur Sketch (Andy Park] opposite top 
Minotaur Turnaround [Andy Park] opposite top 
Minotaur Sketches | 
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Andy Park 
Visual Development Artist 


OLYMPUS SENTRIES 


Though one might think otherwise, the 
Sentries for this game were extreme 


challenging to design. | say this becaw 
their importance. Even though t 
characters are meant to be the ¢ 
characters you encounter throughout t 
game—that was exactly why it was tou 
to design. After Kratos, it is the character 
you see most in the game. It was y 
mportant to come up with a design that is 
adaptable and even harmonious, no matter 
what the surroundings or environme 
they end up being in. | wound up havi 
$0 much fun taking on the challenge 
this design. We knew that it was sup: 
to be a zombie-type creature, so | d 
2 ton of sketches of Greek-inspir 
zombies. | was happy with the end result 
and how his blue and silver colors really 
contrasted with Kratos’ white and red co’ 
| also saw it as light and dark—Kratos be: ng 
white ash is light, and the Sentries are dark 
t was also really cool how the technolog 
for this game allowed for each Sentry to 
look slightly different from the other with 
each character having swappable body 
parts. Some were more skeleton-like while 
others were more fleshed out. It was fun 
come up with all the different versions of 
the one character. 


Olympus Sentry Turnarounds (Andy Park] opposite top left 


Olympus Sentry Sketches [Andy Park] opposite top right 
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Olympus Archer Sketches [Andy Park] below left 
QQ Olympus Archer Variation [Andy Park] below 
Olympus Archer Turnarounds [Andy Park] bottom 
‘Olympus Archer [Andy Park] opposite 
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QQ Olympus Fiend Variation [A 
Q Olympus Fiend Variation 
Olympus Fiend 
Olympus Fiend Sketches (Andy Park 
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CURSED REMAINS & CYCLOPS REMAINS 
Q Cursed Remains Variation [Izzy] be m t h the grunts and proportions, but often you can get a wide variety 
QQ. Cyclops Remains Variation (12: e went for a fleshier, of play in there in terms of looks. | am aware that 
QQ) Curse Remains Variation (Iz: t mbies. These had _in the game the Cyclops’ intestines appear to be a 
rigged humongous phallus. Many people have mentioned it 
and 1am very amused! —/zzy 


Wii i 
BY; 
snakcg.taol ® ih 


CONCEPT ART: CHARACTERS = 


snakcg.taobao.com 


Olympus Legionnaire {Andy Park] opposite left 
Olympus Guardian [Andy Park] opposite right 

(2 Wraith Variation [Andy Park] below left 
Wraith of Olympus (Andy Park) below 


“2 Cerberus Sketches [Izzy] below left, below 
{2 Cerberus Variatio | bottom 
£2 Cerberus Sketches [Izzy] opposite 
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CERBERUS 

The Cerberus was a really exciting project. It was my 
first really big creature enemy, and | was ready to 
go balls to the wall with her. | remember her being 
violently annoying in the previous game, as | always 
had trouble taking out the pups before they grew into 


a full-grown Cerberus. | eventually came up with this 
really awesome burnt and tortured beast that was 
pregnant with little magma fireballs that would launch 
‘out of the central blind head’s throat. | wanted them 
to feel like they were so violent and aggressive because 


of the constant pain they were in, hence the chains 
woven through and underneath their skin and the 
awful burn scarring. In the end, after weeks of work, 
this version got scrapped in favor of a concept from the 
very first game. | was really sad to see her go. — Izzy 


an 
Ci 
Wik 


# 


snakcg.taoba@ 


HEPHAESTUS 
of characters for ti 
| specifically a 
and Pandora. | was 
aestus in particular, 
found the concept o 
eally interesting. After lots of researc 
out doing some basic quasi-hum 
mith-type characters, but | think t 
h is the one you see of him pr 
sin game. | wanted him to be bent 
nN—wounded in spirit—as well 
bly deformed. He’s angry, em: 
mned, and totally sympath: s 
ting and Katon’s take on him in 3D 


rin the follow-through 

to the final look in-game be: 

He’s just a giant, deformed, nak 

ng in a bowl of red hot lava, but h 
so much character and depth. To me 
nm and Hephaestus stole the show 
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FERAL HOUND 
he He t a dog. He’s some kind of Feral Hound |Izzy} above 
Feral Hound Sketches [Izzy] opposite 
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Andy Park 
Visual Development Artist 


CHIMERA 


Besides Poseidon, the Chimera probably 
was the next most rewarding character 
| got to design. | say this for more than one 
reason. This is a creature | initially designed 
way back during the previous game, God of 
War Il. This was an example of a character 
thet got approved, was modeled, and even 
animated before it was cut from the game 
Back then it was a real bummer for me 
to see a character get cut, but | knew 
these things happen in games. When it 
was decided to bring back the character 
for God of War Ill, | was more than thrilled. 
did take the chance to make some minor 
changes to the design, mainly in fine-tuning 
he contours and bulk of the character. 
this was also such a rewarding character 
for me because | was happy with the design 
G idea behind this whole creature. When 
was first coming up with the design, | had 
the idea to have it be both a quadruped 
and 2 biped. | wanted to veer away from 
the common way of a two-headed creature 
being portrayed side by side (not including 
the snake because it’s the tail). | thought 
it would be more interesting to have it be 
me on top of the other. When it’s on all 
rs you really only see the goat head, 
2nd then it rises up to reveal the lion head 
underneath. | always saw this as a cool 
reveal moment. And it offered up a more 
mteresting enemy encounter in the game 
t having essentially three different 
t modes. | also envisioned this character 
to have multiple, conflicted personalities. 
saw it as neither just male nor female, but 
both. Talk about a fun character.te desien| 


Age 
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CYCLOPS 
QQ Cyclops Variations [Izzy] this spread The Cyclops and! go WAY back. We usedtohangout More often than 
behind the gym, smoke 


not it’s kind of comical 
es and play cards. The white-bearded Cyclops was the final design, 
t.It’stoughdoinga _but got scrapped for a more traditional approach in 
scary or bad-ass. the end. - Izzy 
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Andy Park 
Visual Development Artist 


HERMES 

Hermes was another character that 
| initially designed during the production 
of the previous game, God of War ll 
In that game he only appeared during 
the cinematic scenes. But for the PS3™ 
version of the game, he isa character that 
you interact with and ultimately fight. So 
| wanted to update his look. His core 
design remains the same, but due to the 
improvements in technology of the PS3™, 
| was able to really get in there and design 
the whole character, from his costume 
details to the personality of his face. | had 
a blast designing this god. | thought a lot 
about his personality and role as a god 
He is the messenger of the gods, 
a trickster, and the speedster among 
them, | also saw him as a talker and the 
one god that would just annoy the heck 
out his enemies with not only his ability 
to evade, but also his ability to banter 
| tried to convey those things in his look 
and design. These kinds of personality 
attributes and background information 
can be seen in his expression, and even 
in something as subtle as his pose. This is 
the fun in being a concept artist 


Gols 
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Izzy 
Visual Development Artist 


APHRODITE 


The goddess of love was probably one of 
most interesting and entertaining characters 

got to design. Aphrodite had to satisfy 
a lot of varying ideas on beauty and sexiness, 
which made her especially challenging. Having 
2 variety of voices to answer to made ti 
process one of the hardest. Everyone kept 
coming up with different actresses or models 
they wanted to see used for the goddess, but 
many were very much mutually exclusive. It was 
2 definite testament to the variety of tastes out 
there. | believe she was born of the dying seed 
of Cronos inseminating the Sea, so | tried to 
ude scalloped, seashell shapes (say that five 
times fast) in her outfit. The cut was also meant 
uggest the tails of some very decorative fish 
as well as something a little unashamedly labial 
The same yonic shapes were later used again 
when I designed her bed chambers. | based her 
Gark magenta hair on a friend of mine from high 
schoo! who has always dyed hers this color, and 

always thought it a very striking feature. The 
goddess would definitely value something like 
that for her locks. When | was designing her 
chambers she was supposed to be chained 
up, held in a trap by her husband Hephaestus. 
it was meant to be sort of punishment for 
her transgressions with the prior God of War. 
So the resulting reference folder for her was 
@ most entertaining combination of red flag 
raising imagery. Something | haven’t mentioned 
before was that relatively deep in the sketch 
phase, there was a power outage here at Sony 
Studios and | lost many hours worth of sketches 
and ideation for her. What you see is all that 
survived the great Aphrodite cleansing of 
God of War Ill. 
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FOSEIDON PRINCESS 
Ponendon Prencess Stetuies (25) pom =P . b 


signed her later on in 


was a t kid, didn’t de 
hands of Kr 


War, so I think she’s not as good —_I played through that part. | know, I'm a monster. lazy 


what 


95, but | still laughed when 
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DAEDALUS 


her one | asked for. Daedalus was 

© for a human in Greek Myth, 

my absolute favorites from the 

He was a brilliant inventor and 

king him an instigator or participant 

many of the stories. in our version, 

t the Labyrinth to imprison Pandora 

the Minotaur. He needed to be an 

rvant who had been tricked by a 

us into this insane undertaking. So 

give him a worried and broken look, 

man who has lost his son, He has 

soned in his workshop for so long 

had lost all concept of hygiene. | really 

the final look of him with long hair that 

m approved. It became a problem on 

side as we had some difficulties with 

like the bald version in the game 

sympathetic though. His story in our 

was intense and dark, and pretty sad. 

y wish we could have given him more 

especially considering we had Malcolm 

well as the voice, but the game design 
low for it. 


1D merisoned Daedalus Variations [Izzy] opposite top 
Q Daedalus Variations {Izzy] opposite bottom, 
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SATYR SKETCHES 
Satyr Sketches [Andy Park] this page These are some of the sketches | did when coming up 
Armored Satyr [Andy Park] opposite top left _ with ideas for the Satyr, Whenever | design these kinds of 
Satyr [Andy Park] opposite top right characters, | find that the pose tends to help sell the design 
Satyr Turnaround [Andy Park] opposite bottom _as well as the personality of the character It helps me come 
up with ideas, and it helps the people who are deciding on 
the direction for the character. - Andy Park 
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s game. It is always challenging 
that Is very specific, bu 
nerrower given range 


r could look like, but 


The Sa 
goat. | did @ bunch of var 


also kep’ 


played 
2 man feel for 
ers with a 


and proportions, and eventually played around with 
armor and weapon designs for the character. In the 
end, | gave the Satyr a more man-like creature-esque 
face, and gave the armor a more goat feel to it. | saw it 
as the Satyr hiding his true visage with him denying his 
more human side. - Andy Park 
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PANDORA 
time we reach the third game. 
s is pretty difficult to relate to 
s become a sort of torrential murder 
nine. We knew we had to bring him 


human, in at least his motivations. 
andora, who seems totally fine w 
helping Kratos out despite the fact that 
he killed the crap out of her ‘father’, 
We wanted to do something with a mor 
unk-type flair for her, We had to keep 
pretty and spunky without taking her ii 
the oddly sexy range as she’s meant to 
2 young female in a game where almos 
the characters are overtly sexua 
nswer the question of punk, | gave h 
pretty cool short hair, and a bit of makeup 
that would be her homage to Kratos. | 
built an untold story about her. | figur 
© would be a big fan of Kratos and his 
freedom, as well as his desire to mortally 
mage Zeus. She would have some issues 
magined, with the King of Gods after 
he crippled and mutilated Hephaes' 
© pierced her togas all over the pl 
d held them together with the piercin 
most like safety-pins in a leather jack 
A whole lot of time was spent arranging 
her face into what we have here, however, 
n she went to get modeled it was 
anged pretty drastically. 
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QQ) Pandora Variations (izzy] this spread 
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HERA 

Hera was originally designed by Andrew Kim. This was 
done to further flesh her out as to what her final look for 
the game was going to be. | wanted to show her bravado 
and arrogance through her face and pose. After all, she 
is the wife of the King of the Gods. — Andy Park 


Nt 
Heh 


PERSEPHONE 

This is a design of Persephone as she appears in 
her casket. She is the Queen of the Underworld 
and Kratos killed her in ‘Chains of Olympus’. She is 
wrapped and veiled in a fine black silk, and crowned 
as the Queen she was to Hades. ~ Andy Park 
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Gorgon Serpent (Scott Seeto] opposite left 
Hera [Andy Park] opposite center 
Persephone (Andy Park} opposite right 
Siren Seductress [Andrew Kim) this page 
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lazy 
Visual Development Artist 


BERSERKER/ARGUS 

The Berserker-cum-Argus that we created 
as an original character for God of War ti 
s definitely the tragedy of the game for 
the character department. | had gotten 
the assignment for the Berserker a few 
months into my time on the project. After 
lots of sketches, including a pretty bad-ass 
multi-limbed elephant, the final design was 
@ monstrosity covered with eyes meant 
to look like a very uncomfortable viral 
outbreak. It was this freakish frog-type thing 
with no mouth. | imagined that it would 
make an awful deep rumbling when out of 
camera, and all you would hear aside from 
that was the buzz of blood-bloated flies that 
followed it everywhere it went. | gave him 
the name Argus to tie in with the hundred- 
eyed shepherd from the old myths and it 
stuck. After he was modeled and built, he 
got scrapped because it was felt that he 
was too alien-looking. So | went back to the 
drawing board, and came up with a hulking 
monster with one huge arm that also had 
tons of eyes all over his body in a herpes-like 
pattern. Again he was approved, modeled, 
and taken all the way to animation. We even 
got the tech working so that all the eyes 
would follow Kratos, but he was scrapped 
again due to time constraints. 


« 
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QQ Beserker Sketches [I posite 
Q) Argus Variatio is page, inset 
QQ) Argus Sketches [Izzy] this page 
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Cronos this soread 9 “Wily he i 
Willy, vn 


Lead Character Artist 
Patrick Murph 
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APES ses cathe 
Hercules....... 
Cronos... . . 6s 
ZEUST Ie sue 
Skorpius/Satyr . . 
Minotaur/Centaur 
Olympus Army .. . 
Cerberus/Chimera 


- 102 


106 
108 
110 
112 
114 


.116 
-118 


120 


+122 


Hermes/Gaia . . ... 128 
Pandora... .... 130 
Poseidon Princess .. 131 
Aphrodite... .. 132 
Hephaestus . 134 : 
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Patrick Murphy 
Lead Character Artist 


3D CHARACTERS 


it was a big leap transitioning from the 
PlayStation®2 system to the powerful PS3™ 
system. This was going to be the first game for 
the Studio in HD and the characters had to be 
able to hold up on their own. With increased 
Polygons in the models and texture files many 
times larger, each character not only had to 
look better, but would take many times longer 
to build. With development cycles this long, 
we constantly had to evaluate if what we were 
creating was good enough to represent the 
brand and please the fans. In addition, the 
increased graphical abilities caused us to look 
at the style of our characters overall, Would we 
make them more realistic? Would we go with a 
more stylized approach? Since at its heart this 
game is about Kratos, we used his model as the 
guide for how other characters should look, 
if they did not look good standing next to him, 
we knew we had to go back to the drawing board. 
In addition, God of War Ill provided us with 
@ unique opportunity to go back and revisit 
some classic characters from the other games, 
and update them to the level of detail we 
always wished they could have. 


This game also took us to uncharted territory in 
another way. Titans. We had never even thought 
about building characters high-res enough to be 
able to be used as a level, but that was what 
Stig was asking from us. We had to work very 
closely with Tech Art, Environment Artists, and 
Level Design, to create these characters that 
were so large most other characters could be 
crushed in their hands. It took months of effort 
to bring these hulking giants to life, but the 
jaw-dropping gameplay we were able to achieve 
made the effort worth it. 
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Patrick Murphy 
Lead Character Artist 


KRATOS 


When | started on God of 
War Ill, one of the first things 
| tackled was transitioning 
Kratos from the heavily-stylized 
PlayStation®*2 model to a more 
realistic character for the PS3™ system. 
The question was how? There were many 
challenges that had to be overcome before 
1 could call him finished, and it wound up 
taking me the entire three-year production 
cycle of tweaking and adjusting to get him to 
a point where we were really happy. One of 
the things that was added to make him fee’ 
more realistic was rather than his skin being 
a solid white color, we textured it to make 
it really feel like he was covered by a layer 
of ash. Another new element was blended 
normal maps. These allowed for his muscles 
to realistically bulge with veins popping 
out when Kratos flexed, and for wrinkles to 
appear in his face when he made different 
expressions. All these added details allowed 
Kratos to stand up just as well in close-ups 
as he did from far away. We never had to do 
any model swaps. The tiny Kratos hanging 
from Gaia’s arm is the same one who would 
walk right up to the camera. | think it is 
a true testament to how well he turned out 
that all the game's cinematics used the same 
model as the regular gameplay model 


Kratos Texture [Patrick Murphy] opposite left 
Kratos ZBrush Model Close-ups [Patrick Murphy} opposite right 
Kratos 2Brush Model [Patrick Murphy] this poge 
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Leviathan Leg ZBrush Model [Katon Callaway) below 
Leviathan Leg Model [Katon Callaway] center 
Leviathan Model [Katon Callaway] bottom 
teuiathan 7Rnuch Madol (Katon Callaway] below right 


LEVIATHAN 
When | first saw the design for Poseidon’s Leviathan 
I was really thrown back wondering how we were going 
to make him. Andy designed a real beast here, but in 


the shells reading as if they were covered in coral and 
barnacles. Finding reference, doing all the ocean life 
research, and incorporating it into a horse-like creature, 
was @ big challenge and a lot of fun. - Katon Callaway 
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Hades ZBrush Model [Patrick Murphy] opposite 


Hades Model [Patrick Murphy] below left 


Hades Face ZBrush Model [Patrick Murphy] below 
Hades Model Close-up [Patrick Murphy] bottom 


HADES 

Hades had never been used in the game before, but 
we had seen him in cinematics in God of War Il so we 
had to stay in that realm that was already established. 
However, he had never been seen without a helmet, 
so undemeath we could do whatever we wanted. 
| spent a lot of time going back and forth with 
concept trying to figure out the design for his face. 


For a long while, Hades had a bunch of tentacle-like 
protrusions all over his head, but we felt that this 
wound up being more comical than terrifying. One 
of the most fun things about this character was 
crafting his decaying flesh. | had to look up a lot of 
reference images of burn and accident victims to get 
it just right. - Patrick Murphy 


HERCULES 
Hercules was one of my favorites to work on and 


Probably the most well-known character from Greek 
Id his own 


mythology. He had to look as if he could ho 
st Kratos and really have that hum: 
of the Greek pantheon doesn’t. During 


Ds 


an grit 


Kratos has t 


it would be great to give 
y and also paralle! how 
phy wounds. That’s where 


uring phase | though 


more visual cues to his h 


€ Scars come in—hinting at his 


e huge 
ug 


the Nemean Lion. ~ Tyler Breon 
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Hercules ZBrush Model [Tyler Breon] opposite left 
Hercules ZBrush Model Close-up [Tyler Breon} opposite top right 

Hercules Model [Tyler Breon] opposite bottom right 

Hercules Model with Arnior [Tyler Breon] this page 


Cronos ZBrush Model [Tyler Breon} below left 
Cronos Model [Tyler Breon| bottom left 
Cronos ZBrush Model Hand Close-up [Tyler Breon| below 
Cronos ZBrush Model Close-up [Tyler Brean) bottom 
Cronos Screenshot opposite 
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CRONOS 
Working on Cronos was like running 2 marathon that 


lasted years. Hard, ding, really hard, kind of 
rewarding, really hard, and then_done! This 
was by far the most challenging thing ! ever worked on, 


taking our character pipeline and combining it with the 
environment team’s, as well as being in constant contact 
with design and animation to address the constant 
stream of problems Cronos created. ~ Tyler Breon 
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Zeus Model (Katon Callaway] below left, below 
Zeus ZBrush Model Close-up [Katon Callaway] bottom 
Zeus ZBrush Model [Katon Callaway] opposite 
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ZEUS 
Zeus was one of the first things | made for the game. 
When | was told | was going to make him, | was very 
excited but scared because he was so important to 
the franchise. | had to do a lot of revisions on him 
because over the three years time spent making 
God of War III | learned 2 lot. The armor idea came 


up last-minute and | think it was a great addition 
for him! | mean really, who wanted Zeus to have his 
final showdown while wearing an arm sash? His hair 
and beard had to be one of the toughest things to 
work on. | didn’t want it to feel like just a big mass 
of hair and not feel like there was any depth. So we 


came up with a more dreadlack approach so the 
strands could move around and we could have them 
dynamically move in the game. | thought sccing it in 
the game was pretty sweet, and it was awesome to 
see how much | had learned since the beginning of 
the project! - Katon Callaway 
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SKORPIUS 
Skorpius and Skorpius Spawn [Kevin Anderson] this poge 
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SATYR 
Satyr ZBrush Model ft | had so much fun making the Satyr, Andy Park did such an 
Satyr Statue 0 excellent job on the design of this character. | liked the anatomy 
character, it made for a lot of fun and interesting things 
combining the goat-like parts with the more human 
In the end | liked it so much, | decided to pose the 
sculpture and get a statue made of it! — Katon Callaway 
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BY AG Weis 


Minotaur ZBrush Model with Armor (K; 
Minotaur Model [Kev 


3D CHARACTERS 


MINOTAUR 
The Minotaur was a lot of fun to wor 
‘at to put the Gos 


n] bottom ek mythological enemy. | looked at a lot 


if bulls to really capture the animalistic side 
to see him in-game, 
all. - Kevin Anderson 


Centaur ZBrush Model [Katon 
Centaur ZBrush Model (k 
Centaur Model (K 


CENTAUR 


without armor, Seeing for the first time Kratos 
jumping on him and then cutting him open had to 
be one of the more exciting momen 


. with such amazing animation 
! = Katon Callaway 


Olympus Sentry Model [Loui 
Olympus Fiend ZBrush Model [Tyi 
Olympus Legionnaire Model {yi 
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Cerberus Mongrel Model [Katon Callaway] below 
Cerberus Mongrel ZBrush Model {Katon Callaway] bottom 


CERBERUS MONGREL 

Seeing the Cerberus design for the first time got 
me really excited, | couldn't wait to work on the 
character. | liked all the fleshy bits on his arms, and 
the skin stretching on his legs—it was just a lot of 
fun to work on. | remember first seeing a playtest of 
Kratos riding him and | got really pumped! Props to 
everyone who worked on this! ~ Katon Callaway 


one 


2y] below left 
2y| bottom left 


vi) below 


CHIMERA 

This was probably one of the more challenging characters 
for me, When | saw the concept art, | couldn't help but 
notice how much hair it had. Doing hair can be such 
2 pain! | had a lot of fun on him though with finding 
ways fo Connect the anatomy of all the characters and 
make it feel natural. | wasn’t too sure at first, but once 

s2w the animations, | was sold! — Katon Callaway 
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CYCLOPS ENFORCER 
Working on this Cyclops was cool because it was 
basically an old classic God of War design, and | just 


thought it was really solid. | had tons of fun sculpting 
Cyclops Enforcer Model (Katon Callaway] opposite bottom right all the weight into his flesh making him feel heavy 
Cyclops Remains ZBrush Model [Massive Black] this page but still strong. Working on classic mythical creatures 


is 2 win-win in my book. — Katon Callaway 


Cyclops Variant Model [Peter Tumminello] opposite top left 
Cyclops Enforcer ZBrush Model [Katon Callaway] opposite bottom left 
Cyclops Berserker Model [Kevin Anderson] opposite top right 
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Hermes ZBrush Model |Kevin Anderson] below left 


Hermes ZBrush Model Close-up [Kevin Anderson] below 


PRODUCTION ART: 3D CHARACTERS 


Hermes Model [Kevin Anderson] bottom 


HERMES 
Because of the technological challenge that it can cause, 
not a lot of characters end up with long, flowing cloth 
outfits, but it was important for Hermes because of the 
way it helped emphasize his speed. Note that some the 
armor had to be changed eventually due to the way he 
needed to be rigged for animation. - Kevin Anderson 


GAIA 

These are renders of the great Titan Gaia whom you see 
at the beginning of the game. The amount of terrain 
and detail that was added was amazing. It nearly drove 
Louis insane sculpting rocks and shrubbery for months. 
im total. Gaia took several months to complete, easily 
becoming one of our most complex characters 


Gaia ZBrush Model |Loss (u) ths page 
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Pandora Model [Patrick Murphy] below left 
Pandora ZBrush Model [Patrick Murphy} below 
Pandora Wireframe [Patrick Murphy] bottom 
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POSEIDON FRINCESS 
Poventon Prncess ZBrush Mode! [f-4 Sun uss) ore Fone & 5 ashy etre 


f Kratos than sensuous: 
n, | modeled her with 
frailty as she 
hty Kratos. ~ Erik San Juan 
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Hephaestus Zbrush Model [Katon Callaway} below left 
Hephaestus ZBrush Model Hand Close-up |Katon Callaway] bottom left 
Hephaestus Model {Katon Callaway] below right 
Hephaestus ZBrush Model Feet Close-up [Katon Callaway] bottom night 


3D CHARACTERS 


HEPHAESTUS 

Getting to work on Hephaestus was such a challenge, but a ton 
of fun! Izzy's design had so much character oozing out of it | just 
couldn't wait to work on it. Since he was so big on screen, | had 
to put an abnormal amount of attention and detail into things 
we normally don’t have to. | really wanted him to have a lot of 
character when just sitting there, and | think in the end he was 
one of my favorite characters in the game, Now if only Kratos 
wasn’t such a jerk he would still be around. ~ Katon Callaway 


DAEDALUS 
Daedalus ZBrush Model Close-up |Erik San Juan) below left ODzedalus is the creator of the Labyrinth and father 
Daedalus Model [Erik San Juan) bottom left 


to Icarus. The original direction was to create an 
Daedalus ZBrush Model [ink San Juan) below 


older man who possessed wisdom and intelligence 
but was partially insane. Wrinkles and folds of 
elderly skin and cloth were all | could think about 
Guring the creation process, as the most enjoyable 
work came in the sculpting and texturing of the 
great Daedalus. ~ Erik Son Juan 
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Gorgon Serpent Model (Louis Lu) this page 
Gorgon ZBrush Model (Louis Lu) opposite top left 
Gorgon ZBrush Model Back (Erik San Juan] opposite center left 
Gorgon Model (Erik San Juan} opposite bottom left 
Gorgon Model Back [Erik San Juan} opposite right 
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Erik San Juan 
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QQ Argus ZBrush Model [Erik San Juan] below left A foul and 
QQ Argus Model {Erik San Juan) below right 


ous beast with a hundred glowing eyes, 
Argus emerges from the darkness to stalk and kill Kratos. 
cept artist Izzy again outdid himself in creating 
‘Argus. It is a pity that we were unable to fit him in the 
game, and that the final version of the character v 
shelved. Izzy and |, along with all the technical artists 
oived with getting all his eyes working, spent a long 


nsoling each other. ~ Erik San Juan 
PRODUCTION ART: 3D CHARACTERS 
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£2 txion Model [Erik San Juan) below left 
©) Ixion ZBrush Model Close-up [Erik San Juan] below 
£2. txion Model Close-up [Erik San Juan] bottom 
{2 txion Whee! ZBrush Model Details (Katon Callaway] opposite top 
{2 Ixion Wheel ZBrush Model [Katon Callaway} opposite bottom 


PRODUCTION ART: 3D CHARACTERS - 


sxtON 
tured soul, boon wes destined to suffer for eternity on 
® spinning wheel set half-underwater wzy provided the 
twisted concept, with character 


artist Katon Callaway 
sculpting the whee! which held him. My reference was spent 
studying exomed 

loved worteng on 


22x but sadly be was left on the cating 
room Bicor mever to cie by Kratos” hancts — Erik Sen Asan 


1XION WHEEL 

This was something that sadly got cut from the game 
since the area was taken out. | was asked to help make 
this chamber that Ixion was held in. Since we always 
do mythological creatures on steroids, | took this 
opportunity to try and make something more classical 
aed had so much fun with it. It isn’t often we get to 
sculpt things posed like a statue. - Katon Callaway 
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Siren Seductress ZBrush Model [Tyler Brean} below left 
Siren Seductress ZBrush Model Torso [Tyler Breon| below 
Siren Seductress Model [Tyler Breon| bottom 
Lost Soul ZBrush Model [Louis Lu] opposite top left 
Harpy Queen ZBrush Model |Louis Lu) opposite bottom left 
Bronze Talos Model [Peter Tumminello} opposite top right 
Wraith of Olympus Model (Erik San Juan] opposite bottom right 
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of Olympus came from 


fed a vicious character 
es wielding two large disc blades, 
han skin, and 


r maps under 


1e. ~ Erik San Juan 
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Cronos Harness . - 


Nemesis Whip. 


Claws of Hades . . . 
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CRONOS HARNES 
On more than one occasion for this game, 
| was asked to rework something another artist 
had done years ago. This particular assignment 
involved solving some loose stuff from God of 
War. In particular, we knew we were building a 
massive battle/puzzle sequence on Cronos, and 
it had to involve killing him with the Pandora's 
that had been placed on his back from 
game. We went through a variety of 
bondage style designs for his chains to get to 


Titan’s body, The most interesting new feature 
was a big belly-piercing which looks particularly 
painful. | remember there was much to figure 
out in respect to Cronos’ skin as well, because 
we had to make sure the player wasn’t trying 
to climb all over his body. We used color and 
texture on the skin to suggest good places for the 
player to run, | was also asked to do a pass for 
the light and color theme in Tartarus. | went for 
a cool-red filled with black dust clouds whipping 


WEAPONS 


| had the good fortune of getting to design 
the majority of Kratos’ implements of murder 
and mayhem for this game. My favorite in 
that list is of course the Nemean Cestus, 
it was a perfect storm of good ideas, open 
directorship, and research. The assignment 
was to create some kind of brass knuckles 
to open up some boxing-style combos for 
Kratos’ attack list. | came back with some 
sketches but gave a hard pitch 


Cronos Harness [Izzy] 
Cronos Harness [lz 
Bow of Apollo {Izzy} 
Hermes Boots [Izzy] a! 
Nemean Cestus Ortho [Izzy] 1 


ck up over the arm. When he 

he weapon in a punch, the hammer would 
hit first, then the rings, creating 

ic-slam-type maneuver. Everyones 

dig it, and we started some te: 
my rougher original and somewhat simple 
esign. It went over well, but w 

Bussy it up a bit, and since y 

were giving it to Hercules for 
‘ake, the lion theme was an obvious c 
rom concept to in game, | think t! 
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NEMESIS wuHip 
Nemesis Whip Sketches s The whip weap Originally supposed to be a lash-type 
device. After much back and forth we ended up with something 
more along the lines of a yo-yo a switchblade. | think 
the coolest part of this weapon is how Kratos holds it when 


*'s folded up—it looks like sinister metal wings. — lazy 


CLAWS @F HADES 


sign, and 
etal quickly. ~ lazy 


St 
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BLADE CONCEPTS 

Originally, Kratos was going to have a couple of new 
magi blade abilities in addition to new weapons. Fire 
and le magic were going to be used during combat to 
increase fight ability against multiple enemies, and be 
incorporated into navigation skills. The idea was that 
Kratos could interact more with environments and alter 


HERMES BOOTS 

Hermes Boots Sketches [Izzy] this page My original concept for the Hermes Boots was to basically have 
them be made of quicksilver. | really liked the idea's homage to 
the Roman version of the god, and of course it would look really 
cool moving super-fast. It came off too sci-fi feeling, so | went 
with normal bronze wings, They are meant to unfurl when in use 
which looks awesome, but it’s hard to see in-game. ~ Izzy 
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iCE WEAPON 


Helios Head Phases [4 
QL ice Weapon Sketches 


to 40 iterations of Ice Weapon 
he weapon was intended to be 
that would hurl ice pellets, but in 
needs it was simplified and used 
th mechanisms. - Jung Park 


Blade of Olympus Model (Tyler Breon} below left 
Blade of Olympus ZBrush Model [Tyler Breon] bi 
Blade of Olympus ZBrush Model Detail {Tyler Breon] below right 
Nemean Cestus Model (Erik San Juan) bottom 
Nemean Cestus ZBrush Model [Erik San Juan] botto 
Blade of Athena Model [Erik San Juan] opposite top 
Blade of Exile Model (Tyler Breon] opposite center 
Blade of Exile ZBrush Model [Tyler Breon] opposite bottom 
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BLADE OF OLYMPUS 

Creating the Blade of Olympus was a great break from 
doing full characters. Smaller tasks really help keep 
you fresh, The Blade of Olympus was originally featured 
in God of War Il, so it was great to be able to take and 
add in all the details that we had wanted to before 
You can see one such detail in the worshipers that 
surround the blade itself. ~ Tyler Breon 
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EMEA 


CESTUS 


BLADE ©F ATHENA BLADE OF EXILE 


e Blade o a ll about embodying pure brutality. It is 
niscent of K earlier blades but with 
up a degree. The jagged poir 
e hilt more brutal. At the same time, there 
ce to it with the finer detail work that 
hout. Something I'm sure the enemies 
jated as it was swinging towards them! ~ Tyler Breon 
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Cecil Kim 
Lead Visual Development Artist 


PROPS 

As important as grand epic vistas and 
soaring architecture is to God of War, 
often, what really brings the game to 
life is the small details. We are called 
upon to design the statues, levers, and 
vases that fill the world. Where props 
play their most important role is in 
puzzle design. Kratos will often have to 
navigate through a series of crushing 
spiked columns, rotate electrical bridges, 
or correctly align massive articulated 
statues. It can become challenging when 
the design calls for mechanical items 
that don’t necessarily exist in the ancient 
Greek world. Pandora’s box is a good 
example of how every inch of an object 
can be important. We made sure that 
the surface was covered with meanings 
Izzy showed his superb design skills by 
compressing fantastic tales from Greek 
mythology onto an ancient treasure box. 


LABYRINTH CRUSHERS 


Since each Labyrinth section has different 
layouts and puzzle mechanisms, | had to 
create a few example concepts to show how 
each mechanism could be designed using 
parts and materials that could be found in 
ancient Greece. This particular piston trap 
piece is one of the larger ones. — Cecil Kim 
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Cherub Statue [Izzy] opposite top left 
Hero's Gate [|zzy] opposite top right 
Three Judges Gargoyles (\zzy] opposite bottom 
Olympus Bridge Pieces [Jung Park] below 
Hephaestus Anvil [Jung Park] bottom 


3 
= 
Ea 
e 


snakcg.taobao.com 


CONCEPT ART. 


ENVIRONMENTS 


Introduction. . 
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Olympus Base, 


Olympus Palace... 
Hermes Run, 
Garden. . 
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Cecil Kim 
Lead Visual Development Artist 


ENVIRONMEN 
As a God of War fan (not as a member of 
the development team), | can say without 
hesitation that environments were what 
| look forward to seeing most with a next- 
generation console technology upgrade. 
It was by far the most rewarding experience 
in my career witnessing how concept art was 
transformed into 3D finished art. Most of the 
worlds were designed and concepted by Jung 
Ho Park and myself. Unlike the previous God Of 
War titles, this time Kratos’ journey mostly took 
place in two main locations—Hades and Mt. 
Olympus. Both areas were briefly introduced 
as small levels and cinematic environments 
in the first God of War. Now some years have 
passed since then, so not only could we make 
environment look better with more details, 
but also we really had to rethink how we could 
divide Mt. Olympus and Hades into areas that 
would feel fresh and fit together as Kratos 
traversed between them. Also important was 
that each level, whether it was an interior or 
exterior, had to be created with consideration 
given to combat, story, and most importantly, 
time-management. But no matter how careful 
we were, it was inevitable that we would 
have to trim out some of our favorite levels 
because of story, design, or schedule changes 
However, concept artists at Santa Monica Studio 
are fortunate in that we can create art pieces 
that will inspire the director and the team in 
what they in turn create. Thanks to the PS3™ 
hardware, the finished environments in God of 
War Ill look closer than ever to our concept art. 
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CONCEPT ART: ENVIRONMENTS 


PRE-VISUALIZATION 


As much as we would like the environments 
to be the star of the show when we are 
designing them, in reality they are there 
to serve as backdrops to Kratos and the 
countless hordes of enemies he encounters, 
We have to ensure the Kratos will visually 
stand out, and that the environment will 
read clearly. Too much clutter and everything 
can feel bogged down. This becomes even 
more complicated when you factor in the 


gorgeous FX trails, environmental effects, 
OER APN Page I ger aya Soa aM Ty 


what we see in theatrical performance art 
such as ballet or opera. However, they also 
have to tell the story of Kratos’ journey. 


The concept images here were created in the 
early pre-production stage of production. 
Scott Seeto and | created a set of Olympus 
high-level concepts and some early style 
exploration of Hades. It is a difficult 
challenge to visualize what the Game 
Director wants when there is nothing to 


bicue 


yf] fey] tS je ith 


gi Wail 


ci 
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language that can translate into these 
early pieces, It can be quiet the challenge 
to make sure everyone is on the same 
page, especially since these were supposed 
to help set the mood for the rest of the 
work to come. The whole team was eagerly 
awaiting these first images because they 
were dying to see what the néw game would 
look like. It was an exciting and scary time. 


When working with the GarsaaRittgttaobo.com 


what | would think would work, but at 
the best of times these two things come 
together to create some beautiful art. It’s 
a stressful process, but | must say | enjoy 
every bit of it. Stig has done a fantastic 
job of inspiring me and pushing me to 
think. | am fortunate to be working for 
a team where concept artists can serve 
as a bridge between creative directors and 
the production team. Where our art 
is taken and transformed into one of 
the most graphically praised games in 
the industry. — Cecil Kim 
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CONCEPT ART: ENVIRONMENTS 


COLOR SCRIPT 


This particular artsheet represents a unique 
working process to game development. 
Unlike animation, where the story is usually 
the first thing to be finished, in games 
everything is being written and developed 
at the same time. At one point during 
the middle of production, we encountered 
some concerns while discussing the visual 
style of Tartarus and Hades. Stig and 
Ken wanted to see how each section of 
Hades would have different lighting and 
color schemes. That's when | created 
these boards, since the entire game 
could possibly take place within 2 couple 


SOU PERE ero a il) Ma See 


direction of sunlight, nighttime, etc. It’s 
almost impossible to know the correct 
gameplay progression until the very end of 
production (levels were continuously being 
edited and re-arranged). We still wanted 
to create these color keys and thumbnail 
shots of levels so we could have them all 
laid out on one single sheet. 


There are a couple of distinct areas that are 
so different from final game—Three Judges 
and Tartarus. For a while, we were pushing 
the look of Three Judges to be a sandy, 
yellow granite rock canyon, Late cle bein 
Spao.com 
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Cecil Kim 
Lead Visual Development Artist 


OLYMPUS 


Olympus Is such a big and complex design 
It had to work with the game design that 
takes place inside the main palace and h 

a big chain that connects down to the Th 
Judges in Hades, as well as outside, with 
the balcony that had to work with Ga 
interaction. There is also a huge chase 
sequence with Hermes just outside the 
central building, and there is a combat arena 
where the final fight with Zeus happens, T 
challenge was that all of these were plan 
and created at the same time, making it 
almost impossible to say whether they 
would work all together for the final design 
The cinematic department was a huge 

in putting the pieces together at the end 


Olympus Palace Top Down View opposite top left 
(Cecil Kim] 
( im) snakcg.taobao.com 


CONCEPT ART: ENVIRONMENTS 


Jung Park 
Visual Development Artist 


OLYMPUS EXTERIOR 


We wanted to make the Olympus Exterior 
like a mountainous national park but 100 
times bigger and more epic, with sweeping 
vistas showing snow covering razor sharp 
mountain peaks. We had seen ruins that 
spring up out of plants and jungle, but we 
wanted to mix ruined ancient architecture 
with snow and ice to give a new and different 
flavor, as well as a unique color palette. 
Since there are a lot of snow storms on the 
side of a mountain, we wanted to show 
silhouette and shapes more than actually 
putting details all over the environments. 
As for the color palette, | think this is one of 
the environments from God of War Ill that 
really stands out. 
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Gaia's Heart Wall Jump 
Gaia's Heart 
Gaia's Heart 
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Realm of Hades 


Hades 
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Jung Park 
Visual Development Artist 


REALM OF HADES 

Creating the Hades Palace Entra 

one of the hardest things | was tasked with 
during the course of production, but a! 
one of the most satisfying concepts to do 
This was one of the earliest environme 
that the player would encounter in th 
game, and we wanted it to have as much 
visual impact as possible. Since Kratos 
supposed to have fallen straight through th 
world directly to hell, we wanted to make it 
a truly horrifying and scary place. Bodies are 
falling down all around you, and even th 
souls of dead are wandering free and ar 
embedded into the walls and ground. | di 
2 couple of variations of color treatment 
this level, but we finally decided to go wit 
a blue-cyan tone with subtle lava flowin 
from mountain to emphasize that it was 
chilling place that burned with fiery co 


Hades Palace Exterior [Jung Park] opposite 
Hades Palace Exterior: Blue [Jung Park] top right 

Hades Palace Entrance [Jung Park] above right 
Hades Palace Exterior: Red (Jung Park] right 
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Cecil Kim 
Lead Visual Development Artist 


THREE JUDGES 

This area takes the classic notion that upon 
reaching Hades souls are judged by three 
kings and sentenced to their eternal fi 
and transforms it into something completely 


unique to our universe. | always imagined 
this area to be much grander than how we 
see it in the game. Unfortunately, gett 
in the intricate puzzle movements of t! 
statues was difficult, and then having to 
create the environment pieces around them 


Three Judges Catwalk (Jung Park] opposite top 
Three Judges Entrance [Cecil Kim] opposite bottom 
Three Judges Bridge [Cecil Kim] above 


x was like an HD (high 
for our concept team. 
was the first area we asked 
and his unique depiction 
landscape and architecture 
@ wide spectrum of creativity 
visual presentation. He managed 
te some of the most memorable 
ounds that really captured the ironic 
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THREE JUDGES PUZZLE 


Rotating Room [iu > ie 
Three Judges Sketches Spe. 
Three Judges Sketches |Ce x 
Soul Poo! {June ° 
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PORTAL 


DESERT IN A CAVE 


" where most of the architecture is created 


Three Judges Portal (Jung Park] opposit 

Three Judges Portal Details (Jung Park| oppos m the rocks being carved and cut out. We 
Three Judges Area (Jung Park| above v2 2 first wanted to go with a warm color palette. 

ft in the end we decided to go with a cooler 


blue. It’s still a desert inside of a big cave 
201 1s that? — Jung Park 
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Cecil Kim 
Lead Visual Development Artist 


HEPHAESTUS FORGE 


Some of the settings in Greek mythology 
are so bizarre that it’s almost hard for 
everyone to picture the same visual. This is 
how | imagined it when | heard about 
Hephaestus being beaten by Zeus and 
thrown down to Hades. It’s one of many 
fascinating aspects about working on a title 
such as God of War Ill, where you get to 
imagine some classic mythological tales, 
recreate them as your own, and compare 
it with interpretations that can be found in 
classical paintings and sculptures. 


QQ Hades Waterworks [Jung Park] opposite top 
Hades Hallway [Cecil kim] opposite center 
Hephaestus Forge [Cecil Kim] opposite bottom 
CQ Underworld Statue [Cecil Kim) right 
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Q. Hades Wall Run [Andy Park] opposite 
Labyrinth Doorways [Jung Park] below 
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Cecil Kim 
Lead Visual Development Artist 


} ae. 
Pech | EN 


HADES PALACE 


At the center of Hades’ Palace is a 
memorial to Persephone which houses 
her coffin. We wanted to create this area 
with a grander, more marvelous look 
to separate it from the rest of Hades 
Originally, we had more organic shape 
pieces and trims that were individually 
made for this area. However, later we 
had to tone down some of the unique 
aesthetic treatments to make it look 
more cohesive with the rest of Hades 


Persephone’s Tree [Cecil Kim] opposite top 
Lower Icarus Vent Puzzle (Cecil kim] opposite 
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PEIRITHOUS PRISON 
n classical mythology, Peirithous was 
ped by Hades at 2 banquet table when 
he tried to kidnap Persephone. We had 
and built this out, but 
er changed this setting to more of a 


iginally design 


rison to fit with the rest of Hades and to go 
: with the Bow of Apollo that you would 


Peirithous Prison [Cecil kim] above 
©) Branching Hallway [Cecil Kim] opp 
Hades Wall Run [Cecil Kim] 


site center 


Hades Cyclops Chamber [Cecil Kim} opposite bottom 
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Andy Park 
Visual Development Artist 


HADES ARENA 


| am mainly a character/creature concept 
artist, but | do also really enjoy doing 
environment designs every chance | get. 
| was fortunate enough to come up with the 
design for the Hades Arena. It was a multi- 
level design with the fight starting out inside 
an enclosed shell of bodies, and as the wall 
starts to crumble, the entirety of Hades’ 
throne room is revealed. | had a fun time 
imagining what the God of the Underworld’s 
throne would look like. It’s a dark reflection 
of what you would see in the chambers of 
Olympus above 


snakcg.taobao.com 


Saif 
| nae vat 


A 
ne 


snakcg,taobao.com 


CONCEPT ART 


OLYMPUS BASE 


City of Olympia . 
Mt. Olympus interior 
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Jung Park 
Visual Development Artist 


CITY OF OLYMPIA 

This city is at the base of Mt. Olympus 
and is where all the mortals who serve 
the gods live. While still a grand area, 
the architecture was a lot more grounded 
than what you would find in Olympus 
itself. Unfortunately for the poor citizens 
who live here, most of it is destroyed 
when the Titans and gods start warring. 
We originally had an elaborate puzzle 


invalving movine pnlatforms here but 


when the combat designers added the 
ability to ride on harpies it was replaced 
with that mechanic. | really liked how 
this area had a chasm between cities 
that cast a warm lava glow from the 
world of Hades below. We tried several 
different color treatments, but since the 
mountain had a cool color palette we 
constructed the buildings out of warm- 
toned marble and gold accents so that it 


Q) City of Olympia Platforms [Jung Park] opposite 
City of Olympia (Jung Park] above 


would stand out better. The architecture 
was meant to have an old castle style, but 
with additional Greek flavor added to it. 
| really liked how the city combined both 
man-made and natural elements, with the 
buildings seemingly hewn directly into the 
rock surface. We put lots of buildings in 
the distance to show the grand scale that 
God of War is known for, making this city 
ae monumental and iconiconasees 
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MT. OLYMPUS INTERIOR 


One of my favorite aesthetics is steampunk 
Putting these mechanical gears and spikes 
all over the machine was a lot of fun 
| imagined that to drill a whole that deep 
through a mountain, instead of having one 
drill bit, we would need to put drills on the 
sides and bottom as well. — Jung Park 


Mt. Olympus interior [Jung Park} opposite top 

Mt. Olympus Interior [lung Pare! opposite center 

Hidden Door into Mt. Olympus [Jung Pare} opposite be 
Chain of Olympus Gear Shaft (Jiiry; Par’ | above 
Chain of Olympus Gear Detail [Juny, Park) night 
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CONCEPT ART 


Cecil Kim 
Lead Visual Development Artist 


OLYMPUS PALACE 


It is home to Zeus and his family of gods. It 
needed to be grander and more opulent than 
anywhere else, however, we didn’t want to 
make it all new and perfectly nice. Just like 
gods in Greek mythology themselves, this 
area is also imperfect. There is a sense of 
insecurity and emotional unbalance right 
underneath the surface. The tricky part was 
designing the central area—everything had 
to be built around the one single purpose of 
raising the Labyrinth. The giant statues were 
originally Zeus and Poseidon, but later we 
changed them to the Muses since this was 
where we added the music harp puzzle that 
triggers the statues to raise the Labyrinth. 


Olympus Palace Interior [Cecil Kim] above /eft 
Olympus Palace Statues (Cecil Kim] /eft 
Chamber of the Gods Interior {Cecil Kim} opposite top 
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Cecil Kim 
Lead Visual Development Artist 


HERMES RUN 


Hermes Run wasa unique stage design that 
has a very fast-paced action sequence. 
Kratos did lots of running, jumping, and 
grappling to pass over intense explosions 
and the destruction of big surrounding 


structures. Hermes is introduced as a 
cynical and very annoying character that 
you have to pursue in along chase in this 
level. It was fun to design such a long 
chasing backdrop, but it was complicated 


and difficult to design. Being high up in 


the mountain where there’s no boundary 
in sight, the nighttime setting helped 
us minimize the production assets. We 
wanted this adventure to happen in 
moonlight, with rain and some hints of 
Titan War going on in the background. 
It really helped to increase the dramatic 
mood of the scene. John Dobbie created 
some awesome level art, and | enjoyed 
working very closely with him on this 
area. It was rewarding to see how things 


Hermes Run Catapult (Cecil Kim] opposite top 
Hermes Run Vista [Cecil Kim] opposite bottom 
Olympus Scroll Wall (Cecil Kim) above 


were planned out as rough shapes 
and after we tested the timing of the 
chase sequence, we slowly added more 
finished art pieces, Before we decided 
Athena was to be the massive statue, we 
thought about different Greek legends 
to be standing there as if guarding Mt. 
Olympus. In the end, it made the most 
sense to have Athena be the one, looking 
out as if she’s ruling the world beneath 
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Burning Scaffolding {Cecil Kim] c 
Olympus Balcony [Cec 


Buring Pathway [Cecil Kim] below 
Crane Lift {Cecil Kim] bottom 


ICARUS ASCE 


Chain of Balance Detail (¢ 


Icarus Ascent |( 
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Blueprints (Cecil Kim, Izzy] this spread 


BLUEPRINTS 
For the first God of War, | created the Architect’s blueprints 
for Pandora's Temple. In this game, we wanted to have an 
Olympus archive room filled with blueprints from Daedalus, the 
mastermind who built the Labyrinth which holds Pandora’s cage. 
These were created using old ink drawing methods on watercolor 


‘ 
| 


=P 


fe, 


paper to give them an old tainted parchment paper look. izzy and 
Hooked at some of Da Vinci's manuscripts and invention studies 
for inspiration. We also wanted to display miniature models of the 
Olympus Palace, Pandora's cage, and his other creations, along 
his manuscripts—as if we were in a museum. ~ Cecil Kim 


y YYVVPVVPV)) 


CONCEPT ART 


GARDEN 


Olympus Gardens....-...-- 45 gale ones 26) 


Hercules’ Arena, .... 0. fis. 


Pandora's Temple. . . . 
Zeus Fight Arena 230 - 


snakcg.taobao.com 


adit 


VOU aM IN 
NIORTAI i! 


CONCEPT ART: ENVIRONMENTS 
TE 


Jung Park 
Visual Development Artist 


OLYMPUS GARDENS 


This is the garden of Hera. It is here that 
one of the hardest puzzles of all times 
was invented by our designers. | wanted 
to create a very ornate look with the 
architecture, and have the lush plants 
seamlessly blend in. But, | had more fun 
designing the crazy bridge concepts for 
the perspective puzzle. 


Muses’ Harp Details [Cecil Kim] opposite top 
Muses’ Harp [Cecil Kim] opposite bottom 
Olympus Garden Statue (Izzy] top right 
Muse Statue [I 
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HERCULES' ARENA 


Hercules finally made his debut in God 
of War Ill! The ultimate showdown 
between a Greek hero and Kratos deserved 
a magnificent palatial fighting arena. 
A couple things we wanted to consider 
here were that the arena needed to be 
lifted up by Hercules during the fight, 
and that it be clear that this was Hera’s 


entertainment arena. | designed muses 
statues and brought in some vegetation 
to represent Hera’s glory days on Mt. 
Olympus. It was later that Art Director, 
Ken Feldman, suggested the iconic human 
statue to hold the weight of the arena 
using ropes. Lewis Walden did a great job 
creating this setting in 3D. — Cecil Kim 


Hercules Arena (Cecil Kim] above 
Arena Details [Cecil Kim] opposite series 
Spartan Arena (Cecil Kim] opposite bottom 
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PANDORA TEMPLE FRONT 


PANDORA'S TEMPLE 
dora’s Te was like going back in time to 


iting Par 


the temple strapped to the 


Kratos first found Pandora's Box. While 


Ken Feldman, Stig Asmussen 


ZEUS FIGHT ARENA 
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Pandora's Temple |Cecil kim] top 
Zeus Battle Arena Detail [Cecil Kim] above 
Zeus Battle Arena (Cecil Kim] opposite 
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Izzy 
Visual Development Artist 


APHRODITE'S CHAMBER 


The place that Aphrodite sleeps, this is 
not. It was originally meant to be both her 
sex pit as well as her prison for getting 
caught with Ares. Designing it was pretty 
straightforward as | just wanted to emulate 


her clothing and the symbolism inherent in 
it. | wanted the atmosphere to be cloying in 
@ sexual way, instead of the more expected 
loving cupid cutesy way. Everything in the 
room needed to be evocative of sex, and 


sexuality. Freud would have a field day! 
| remember originally pitching a small lamp 
or possibly the hanger for her chains right at 
the top of the cleft in her curtains. Too far 
maybe? | don’t think so! 
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Aphrodite’s Chambers [|zzy] opposite 
Aphrodite Sketches [Izzy] below 
Aphrodite’s Bed [Izzy] bottom 
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Cecil Kim 
Lead Visual Development Artist 


TARTARUS 

In classic mythology, Tartarus is a deep, 
gloomy place, a pit, or an abyss, used as 
@ dungeon of torment and suffering for 
those who have found the wrath of the 
Gods. In our game, Tartarus served as a very 
important prison for the Titan Cronos. These 
two particular concept paintings were done 
early on to establish the artistic direction 
of Tartarus—organic-shaped columns and 
tormented human frozen statues with 
intense blue lighting coming in from outside 
suggesting a clear separation between 
Tartarus and where Hades actually rules 
and resides. 


Tartarus Puzzle [Cecil Kim] opposite 
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GATES OF TISIPHONE 
Level Design pitched an idea about having the large doors 


that lead to Tartarus also be a puzzle. | made a sequence 
of concept images to pitch a visual look for the door. On its 
surface we could have scary-looking Hades relief carved, 
and as you solve the puzzle, there are blocks of concrete 
coming outward to show where to step as you try to get 
to the top. | did a couple different iterations for what the 
relief could be. - Jung Park 


Gates of Tisiphone Sketches [Jung Park] top series 
Gates of Tisiphone Storyboard [Jung Park] bottom series 


_____ssnakcg.taobao.com 


i 


CONCEPT ART: ENVIRONMENTS 


snakcg.taobao.com 


TARTARUS SKYDOME 
Tartarus Skydomes [. In Tartarus, there is no sky. You see another massive —_make it e 


n scarier. | was really happy to see the 
canyon on top of the another—canyons n al paintings | did, used inside t me. | could 
cooling lava and volcanoes. We wanted to have probably spend a couple hours just looking through 


as much of a limited color palette as possible to the area. - Jung Park 
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Cecil Kim 
Lead Visual Development Artist 


LABYRINTH 


| felt this area to be one of the most 
original designs in the entire God of War 
Ill universe. It serves a very important 
role being the machinery which connects 
Mt. Olympus to Hades using the Chain of 
Balance. If we look at Mt. Olympus and 
slice it in half to see inside, the Labyrinth 
sits right in the middle. It also symbolically 


men are being judged and punished 
| think it fits perfectly in as a symbol of 
human madness since it was built by the 
genius inventor Daedalus. The Labyrinth 
was roughly sketched out and concepted 
during God of War II but didn’t make it 
into the game. However, back then we 
didn’t think of it as bunch of cubes hanging 


Q Labyrinth Trap Sketch [Cecil kim] obove 
Pandora’s Cage [Jung Park] opposite top 
Mt. Olympus Caverns [Jung Pork] opposite bottom 


imaginative puzzle that threatens Kratos 
and Pandora one right after another. It’s 
the pinnacle of level design, and the artist 
who crafted it made it a beautiful looking 
piece of game art. Gears and mechanical 
parts are difficult to fit into the Greek 
world, however, you can see how we 
tried to use wood materiainaict 
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Lead Environment Artist 
Environment Artists 
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Chris Sutton 
Lead Environment Artist 


BEAUTIFUL CHAOS 


Epic and beautiful environments have always been 
@ cornerstone of the God of War universe. With the 
trilogy ending we set out to push beyond even our 
Own expectations and deliver a truly breathtaking 
finale. In developing God of War, the story always 
comes first, and in that story, the environments 
Kratos traverse become characters, supporting and 
enriching the narrative. God of War Ill follows Kratos 

his quest for vengeance from the abysmal depths 
of Hades, through Daedalus’ trap-infested Labyrinth 
within Mt. Olympus, to the sacred peak where the 
gods reside. A trail of carnage is left in his wake, 
and with each god he slays, the world is thrown 
deeper into chaos. When Kratos brutally murders 
Poseidon at the start of the game, the seas erupt 
with turmoil, flooding the world. When he beheads 
the sun god Helios, the sun is extinguished in dark 
stormy skies, The death of Hermes releases locusts 
and plague upon the world. We made sure that 
these world-changing events were reflected within 
the environment, and that the coming of Kratos to 
Olympus was reflected in the crumbling of the once 
glorious palace of the gods. From the beginning, we 
knew this game was going to have many technical 
and artistic hurdles for the environment team. God 
of War Ill was Santa Monica Studio's first PS3™ title 
and when we shipped, we knew that we would be 
competing visually with games that were on their 
second or third next-generation titles and that we had 
to be one of the most beautiful games to date. After 
making the transition from the PlayStation®2 system 
to the PS3 system, it took us a while to establish our 
new visual benchmark—what God of War II! should 
look like on the PS3 system. To accomplish our lofty 
goals, we turned to our fundamentals and continued 
our tradition of hand-crafting environments, creating 
striking scene composition, using strong shapes 
and silhouettes, and focusing on dramatic lighting. 
Ultimately, moving onto the PS3 system opened up 
a whole new world of to the Environment Team 
that really allowed us to explore and push our craft 
farther than ever before—creating, 
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NUTS AND BOLTS 


Combining the power of the PS3™ system 
with our internally-developed graphics 


allowed the 


ngine Environment Team do 


many things that were technically impossible 


in the pa was very exciting for us to create 
much richer and more realistic environments 
in detail and complexity that we had only 


dreamed of until now. 


One area where we took advantage of the 


echnology is with imple 


Dynamic Range | 


ntation of High 


ing and Tone Manning 


baked down to vertices. Our new lighting 


engine allowed us to separate our indirect 
ambient light and our main direct light—that 
allowed the dynamic shadows of Kratos and 
the enemies to blend seamlessly within the 
environment. Our engine also supported up 
to 50 dynamic lights per object. Having such 
a robust lighting solution gave us the freedom 
to add a lot of dynamic lights from torches, to 
Kratos \ 


blades, and to 


hting of animated 


ler 


such as the Labyrinth, The dynamic lights 


ever before, and being able to see changes 
we were making dynamically within the game 
itself. This freedom allowed the artists to 
experiment more, and really fine tune the 
look of each environment 


Another area where our new graphics engine 
ve 2 


a lot of creative freedom is its powerful 
ader system 


a very flexible tool for creating 
materials that went onto the 3D geome try in 


the game. We had complete pPsnakedttadtdo.com 


Aphrodite’s Chamber below left 
City of Olympia Vista right 
Olympus Palace Vista below right 
Tartarus Vista ht 
Gaia Forrest bottom right 


shading, environment map, and normal maps. 
What this all amounted to is that we could 
create realistic materials that look and light as 
they would in the real world. Stone could look 
like stone, metal like metal, and wood could 
look like wood, adding up to an environment 
that had a weight and realism never attained 
in earlier God of War games. Throughout 
God of War Ill, we tried not to get caught 
up in using this powerful new technology for 
technology sake, but to always leverage it, and 
the creative freedom it provided, to create the 
ul art we could. — Chris Sutton 
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Muse Statues opposite top 
Flame of Olympus opposite bottom 
Olympus Palace Hall below 
Muse Harp Puzzle bottom 


OLYMPUS PALACE 

At the very heart of the palace is housed the Flame of 
Olympus. The flame was a great source of power and 
needed to be surrounded by the full opulence of the 
gods. It was a challenge to add as much elegant detailing 


as possible and keep the room from feeling muddled. 
All the gold trim and marble work really combined 
with the sweeping central column to give the room the 
grandeur of Olympus. — Chris Sutton. 
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HADES 
Hades Palace Exterior opposite top The Hades that was created for God of War II! people think of, and went for a deep, dark, brooding 
Hades Throne Room opposite bottom differed from the other versions of Hades that chasm of suffering and pain. The bright glimpses 
Hades Arena below the game had featured in the past. We chose to of light that shine help to reinforce the gloomy sense 
Hades Arena Enflamed bottom avoid the more traditional flaming hell that most of hopelessni 
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Gates of Tisiphone below 
Tartarus bottom 


ENVIRONME 


TARTARUS 

In Greek fiction, Tartarus was Hell—the place souls go 

to be punished and forgotten. Our goal was to evoke 
¢ feeling of hell without the fire and brimstone 
he. We visualized the nightmare that souls had to 

endure as a cold, wet cavern sealed shut by massive 


greasy bronze doors. The souls themselves either 


m around aimlessly, or writhed from the walls 
themselves 


sw 


Tartarus was originally about twice as 
big as you see it in the game, and included Ixion as 
a featured character. ~ Bryan Koszoru 


Icarus Ascent below 
Hades Palace bottom left 
Persephone’s Tree bottom right 


ICARUS ASCENT 

The Ascent was built to real-world scale in the game 
and spans 8,000 meters in length. An enhanced 
sense of speed was created during the flight sections 
with the heavy use of motion blur and a narrow 
camera field of view. - John Palamarchuk 


HADES PALACE 

The Palace of Hades is an artistic gem as well as a 
technological feat. Here Kratos has his final battle 
with Hades, the Lord of the Underworld. The palace 
has three levels, multiple puzzles, and is entirely 
dynamically-lit, while still holding a steady frame-rate. 
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Upper Olympus Gardens below 
City of Olympia bottom left 
Olympus Gardens bottom center 
Heroes Gate bottom right 


PRODUCTION ART: ENVIRONMENTS ee —s 


“th 


snakcg.taobao.com 


OLYMPUS GARDENS 
One of the most intricate puzzles in God of War Ill can be found in the Gardens. 
In order to escape, Kratos has to align the bridge pieces using the perspective 
of the giant statue. This was incredibly difficult because the bridges had to line 
up visually when in fact they were spatially very far apart. Due to the complexity 
and amount of detail required, we had to use LOD’s to keep the frame-rate 
running smooth. ~ Nate Stephens 


MT. OLYMPUS BASE 

The Olympus Base is a massive area with a variety of gameplay. This is where Kratos 
defeats Helios by severing his head and harnessing the Sun God’s power as his own, and 
where he runs into one of the Titans laying a path of destruction up Mt. Olympus. 
Because of this, the Base needed to have a large amount of destructible buildings and 
objects, all of which were animated manually by the artists involved. In an area as large as 
this, reusing textures and geometry was key to getting the level completed. — Nate Stephens 
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Ares Tomb bottom 
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AVERN WATER WORKS 
room was bullt near the end of the God of War Il 
edule, and advantage of all the technology thi 
had been developed up to that point such as refractin, 
water, animating dynamic lig ime shade 
We worked really closely with the concept artists to get the 
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HEPHAESTUS FORGE 
Hephaestus Forge below Bringing the Hephaestus Forge concept to life was a 
Poseidon’s Chambers bot! balance of art, FX, and design. We were able 
realistic detailed assets in ZBrush and bring 
them to life in-game. In addition, the game engine 
shaders gave us the ability to create scenes with 
amazing cinematic details such as the lava. You could 
the heat! ~ Lewis Walden 
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POSEIDON CHAMBER 
This is one of the first areas we buil 


for God of War Ill 


The shaders got redone many times sinc 


R&D state, but it ended up being a 
our Shader/Render pipeline. Everything refl 
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GAIA INTERIOR 
The challenge in this area was to remind the 
player that they were inside a living Titan. 
The combination of camera movement, 
sound, and moving environmental elements 
helped to sell the idea that you were actually 
inside Gaia. We had to maintain the organic 
“earth-like” look consistent with the Gaia 
exterior, but make it unique enough to 
provide a new experience for the player. 
The overall amber hue cast by the life- 
blood flowing through Gaia's root-like veins 
helped to achieve this. The corridors first 
encountered by the player were crafted to 
create a sense of confinement. This initial 
confinement served as a build-up to the 
grand reveal of Gaia's heart. — Paul Coda 


Gaia Interior opposite top 
Gaia’s Heart Chamber opposite botiom 


GAIA 

“Build a moving forest, throw in Kratos, add 
tons of enemies and FX, and put all that on a 
Titan that is climbing up Mt. Olympus battling 
against the god Poseidon. And, did we mention 
it had to run at over 30 frames per second?” 
When we first heard what the designers 
wanted, our hearts stopped. It was a really 
cool idea, but creating something this huge was 
something nobody had done before in games. 
it sounded impossible. It also turned out to 
be a challenge of epic proportions, requiring a 
lot of research and development, play testing, 
and a huge team of people from various 
departments working closely together. We had 
many art-optimization tricks to make sure that 
the visual quality and performance remained 
high, especially since this was the chaotic 
introduction to the game- In the end, after all 
the fires were put down, and years of our lives 
were lost we ended up finishing one of the 
craziest game design ideas we've encountered 
so far. Pictures show a lot, but you need to 
see it moving in game to really understand. 
— Timo Pihlajamaki & Michael Altamirano 


Leviathan Tentacle Battle rop right 
Gaia's Shoulder center right 
Gaia Forrest right 
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Collapsing Bridge below 
Hermes Run bottom 
Hermes Run opposite top 
Archive Room opposite bottom 


HERMES RUN 

The "Hermes Run” sequence of levels takes place 
in the upper portion of Mt. Olympus. It is a fast- 
paced chase portion of the game that has Kratos 
trying to catch up with a taunting Hermes in order 
to kill him and snatch his boots. Since the player 
ends up covering a lot of ground through large scale 
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architecture in a relatively short amount of time, 
there was a challenge to creating art that was both 
very detailed and logistically efficient. The levels had 
to have strong shapes that read well as the player 
moved through quickly as well as having a high level 
of detail for when the gameplay slowed down to 


allow you to catch your breath, After the grapple 
bridge area went through the concept art phase, 
time was spent breaking down its architectural 
elements into separate objects that were created 
in great detail in ZBrush. These master objects were 
broken up in different ways, combined with each 


other, and separated into tile sets to form an even 
larger library of assets. This library now provided 
an established and cohesive look that could be used 
across the multiple levels of the "Hermes Run” to 
mate you feel like you were traversing through one 
giant level. - John Dobbie 
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CAVERNS 
Olympus Caverns this page The e 


ly, this level 
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etc, ~ Sukru Gilman 
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Labyrinth Spike Room below 
Heart of the Labyrinth bottom 


LABYRINTH 
The inspiration for the Labyrinth came from Da 
Vinci’s designs. We used wood frames, moving 


parts, gears and lots of metal to make up the 
Labyrinth machine. For the most part, the God of 
War series uses torches for light. We wanted to 
further the lure of Daedalus by saying he created 
electricity. There are a number wall-mounted 
lights, and moving parts with sparks that get their 


power from his invention. The Labyrinth was very 
challenging to pull off because many of the rooms 
rotate, The floor can become the wall, and the 
ceiling a floor. We chose to dynamically light the 
rooms and make sure there was a very strong 
light direction coming in from outside the cubes 
When the room rotated, the shadows would grow, 
shrink, and rotate with it. - Sukru Gilman 


Hercules Arena 
Tartarus Overlook 
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Ballistic Publishing's Art of the Game series continues with the 
critically-acclaimed God of War Ii! PlayStation 3 title created by 
Santa Monica Studio. From character creation and 3D modeling, 
to environment concepts and production art, the book shows 
the unseen art that helped make God of War Ill one of the 
biggest releases of 2010 and talks to the key artists who created 
the blockbuster game. 
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